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MOTION SOFTWARE, INC. 


PLEASE READ THIS LICENSE CAREFULLY B 
BREAKING THE SEAL ON THE DISKETTE ENVELOPE 
SING THE SOFTWARE. BY BREAKING THE SEA 
HE DISKETTE ENVELOPE, YOU ARE AGREEING 


QMPTLY RETURN THE SOFTWARE PACKAGE, COR 
E, WITH THE SEAL ON THE DISKETTE ENVE DI PE IN 


UNBROKEN, TO THE PLACE WHERE YOU OBTAINED iT 
A ‘(OUR MONEY WILL BE REFUNDED. IF THE P 

OF PURCHASE WILL NOT REFUND YOUR MONEY, 
TURN, THE ENTIRE UNUSED SOFTWARE PACKA 


G WITH YOUR PURCHASE RECEIPT, TO MOT 
ARE, INC. AT THE ADDRESS AT THE END OF TH 


AGREEMENT. MOTION SOFTWARE, INC. WILL REFUN 
YOUR PURCHASE PRICE WITHIN 60 DAYS. NO REFUNE 
WILL BE G@I\ N IF THE DISKETTE ENVELOPE HAS BEE 
OPENED 


is governed by the following terms: 
ation, demonstration, and other software accom 
ether on disk or on any other media (the “Motion 
), and the related documentation are licensed td 
c. You own the disk on which the Motion Soft 
corded but Motion Software, Inc. and/or Mo 
r(s) retain title to the Motion Software, Inc 
entation. This License allows you to use the 
e on a single computer and make one copy 
are in machine-readable form for backup ` 
duce on such copy the Motion Software, 
er proprietary legends that were on the 
e, Inc. Software. You may also trans- 


you y Motion So 


b, Inc. Software contains copyrighted 
proprietary material, and in order to 
le, reverse engineer, disassemble or 
ftware, Inc. Software to a human-per- 
fy, network, rent, lease, loan, distribute 
ed upon the Motion Software, Inc. Soft- | 
j may not electronically transmit the Motion : 
one computer to another or over a network. 
is effective until terminated. You may termi 
e by destroying the Motion Software, Inc. Soft 
n, and all copies thereof. This License will ter 


other we : 
ceivable fo 
or create 


4. Export Law 
Software, Inc 


rances. You agree and certify that neither the Mot 
are nor any other technical data received from M 
$., nor the direct product thereof, will be exported ouf 


arranty on Media. Motion Software, Inc. warrants the di 
Motion Software, Inc. Software are recorded to be free fr 


days from the date of purchase as evidenced by a copy 
# receipt. Motion Software, Inc.'s entire liability and your e 
edy will be replacement of the disk not meeting Motion So 


age receipt. Motion Software, Inc. will have no responsibility to re 
disk damaged by accident, abuse or misapplication. If after this p 
ê disk fails to function or becomes damaged, you may obtain a rep 
fent by returning the original disk, a copy of the purchase receipt, an@ 
heck or money order for $10.00 postage and handling charge to Moti 
Software, Inc. (address is at the bottom of this agreement). 
6. Disclaimer of Warranty on Motion Software, Inc. Software. Y 


AERCHANTABILITY AND FITNESS FOR A PARTICULAR PURP 
| SOFTWARE, INC. DOES NOT WARRANT THAT THE FUNCTIO 
ED IN THE MOTION SOFTWARE, INC. SOFTWARE WILL ME 
IREMENTS, OR THAT THE OPERATION OF THE MOTION 
SOFTWARE WILL BE UNINTERRUPTED OR ERROR-FR 
CTS IN THE MOTION SOFTWARE, INC. SOFTWARE 
ED. FURTHERMORE, MOTION SOFTWARE, INC. DOES 
1 MAKE ANY PRESENTATIONS REGARDING THE USE 0 
' THE USE OF THE MOTION SOFTWARE, INC. SOFTWA} 
CUMENTATION IN TERMS OF THEIR CORRECTNES 
ABILITY, OR OTHERWISE. NO ORAL OR WRITTEN 4 ; 
VICE GIVEN BY MOTION SOFTWARE, INC. OR A ON SOFTWARE, 
C. AUTHORIZED REPRESENTATIVE SHALL CREAT 
ANY WAY INCREASE THE SCOPE OF THIS WA TY. SHOULD THE 
OTION SOFTWARE, INC. SOFTWARE PROVE DEF. 'E, YO 
OTION SOFTWARE, INC. OR A MOTION SO IG. 
REPRESENTATIVE) ASSUME THE ENTIRE COST å ESSARY SER- 
VICING, REPAIR, OR CORRECTION. SOME JU \ 
LOW THE EXCLUSION OF IMPLIED WARRAN 
SION MAY NOT APPLY TO YOU. 
7. Limitation of Liability. UNDER NO CIRC 
LIGENCE, SHALL MOTION SOFTWARE, | 
DENT, SPECIAL, OR CONSEQUENTIAL DAK 
USE, OR INABILITY TO USE, THE MOT 
` OR RELATED DOCUMENTATION, EVEN 
n Software, Inc. Software, the backup * A MOTION SOFTWARE, INC. AUTHO 
ftware, the related documentation ADVISED OF THE POSSIBILITY 0 
arty, provided the other party reads TIONS DO NOT ALLOW THE LIMI 
nditions of this License. FOR INCIDENTAL OR CONSEQUENTI 
TATION OR EXCLUSION MAY NOT A 
In no event shall Motion Software, Inc 
ages, losses, and causes of action (w 
negligence) or otherwise) exceed the ar 
Software, Inc. Software. 
8. Controlling Law and Severability. Thi 
and construed in accordance with the laws 
State of California. If for any reason a court isdiction finds 
any provision of this License, or portion thereo 
provision of the License shall be enforced to t 
sible so as to effect the intent of the parties 
License shall continue in full force and effect. 
Complete Agreement. This License constitutes th 
een the parties with respect to the use of the 
ftware and related documentation, and supersede’ 
raneous understandings or agreements, written or 
or modification of this License will be binding un 
gned by a duly authorized representative of Motion S 


otion Software, Inc. 

5 West Lambert, Bldg. E 

fea, CA 92821-3911 

255-2931; Fax 714-255-7956 


995, 1998 By Motion Software, Inc. All rights reserved. Möl 
e, Inc., MS-DOS, DOS, Windows, and Windows95/98 are tré 
icrosoft Corporation. IBM is a trademark of the Internationa 
Machines Corp. Motion-PC, DeskTop Dyno, DeskTop DragStrig dyno 
) and other DeskTop and Motion-PC software products are tradem 
lotion Software, Inc. 


ARE LICENSE 


cknowledge and agree that use of the Motion Software, Inc. Soft- 
; at your sole risk. The Motion Software, Inc. Software and related. 
entation are provided “AS IS” and without warranty of any kin 
otion Software, Inc. and Motion Software, Inc.'s Licensor(s) (f, 
rposes of provisions 6 and 7, Motion Software, Inc. and Motit 
re, Inc.'s Licensor(s) shall be collectively referred to as “M 
re, Inc.”) EXPRESSLY DISCLAIM ALL WARRANTIES, EXPRES§ 
D, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRA 


E RESULTS 
FOR RELATED 
CURACY, RE- 


infor able, that 
hi remainder of this 


tire agreement be- 
jon Software, Inc. 
prior or contem- 
No amendment 


Busi- 


® and Bethesda Softworks™ are registered trademarks of Medi 
ology Limited. Copyright 1996-1998 by Media Technology Limited. Al 


igħtë reserved. 
s the trademark of International Business Machines Corporation. A 


rademarks, logos, or graphics are the property of their respective 


BETHESDA SOFTWORKS, INC. SOFTWARE LICENSE i 


Software License Agreement 


This is a legal agreement between you, the end 
user, and Bethesda Softworks, a division of Me- 
dia Technology Limited. By opening this sealed 
package, or using the software, you agree to be 
bound by the terms of this agreement. If you do 
not agree with the terms of the agreement, re- 
turn the unused software and all accompanying 
items to the place you obtained them within five 
(5) days of purchase for a refund. 


Grant of License: Bethesda Softworks grants you 
(the “Licensee”) the right to use one copy of the 
enclosed software program and written reference 
materials (the “SOFTWARE”") on a single com- 
puter at a single location subject to the terms set 
forth herein. Bethesda Softworks reserves all 
other rights not expressly granted to the Licensee. 
You may not transmit or otherwise transfer the 
SOFTWARE electronically to a network. 


Copyright: This manual, packaging and the SOFT- 
WARE are copyrighted. No part of this manual or 
the described SOFTWARE may be copied, repro- 
duced, translated or reduced to any electronic 
medium or machine-readable form without the 

prior written consent of Bethesda Softworks. 


nê 
+ mw 


ies and the recipient agrees to the terms of t 


ate ÛL Live li w irks. 
whole or in part, except as Bêj. Jê 'prövided for 
in this License Agreement. 


Dual Media: If the SOFTWARE package contains 


both CD ROM and 3 1/2” disks, then you may use 


only the disks appropriate for your single-user 
computer. You may not use the other disk 
another computer or computer network, or | 
rent, lease or transfer them to another u 
cept as part of a permanent transfer (as 
above) of all SOFTWARE and wri it 


Termination: This License is Bective until te 
nated, This License will terminate automatica 
without notice if you fail to 


nt. You may hot revers@ engineer, 


vision of the License. Upon termination you shall 
destroy the SOFTWARE and all copies, including 
modified copies. 


It is Illegal to Make Unauthorized Copies of This 
Software 


This software is protected under federal copyright 
law. It is illegal to make or distribute copies of 
this software except to make a back-up copy for 
archival purposes only. Duplication of this soft- 
ware for any other reason including for sale, loan, 
rental or gift is a federal crime. Penalties include 
fines of as much as $250,000.00 and jail terms of 
up to five years. 


Bethesda Softworks, as a member of the Soft- 
ware Publishers Association (SPA), supports th 
industry's effort to fight the illegal copying. 
sonal computer software. 


Report copyright violations to: 
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i 
if 
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w orks 
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products 
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Motion Software, Inc., 535 West Lambert, Bldg. Ey Bros , CA 92821- 
3911. The bala f text in this manual is the d¢ yrigt t property 


of Bethesda Softworks, Copyright © 1997, 16 Bethesda 
Softworks, Inc. Piccard Drive, Suite 120, Roc , MD 20850- 
4304. Used w ermission. All rights reserved) All text and 
photographs i publication are the copyright property of 


à Inc, It is 
e—or copy in any way—resell, or rédistribute 
out the expressed written permis of Mo- 
d Bethesda Softworks, Inc. Printec U.S.A. 


either Motion re, Inc. or Bethesda Softwor 
unlawful to rep 


CSA Seats 
WOKS scene 
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ferred to as information) contained in this abih is 
pecific components and mechanical procedures+-sand 
f the publisher, therefore the publisher disclaims\all 
1is publication. All risk for its use is entirely assum 
hesda Softworks, Inc. be liable for any indirect, spe 
)jury or any other damages, arising out of the use’ 
independent publication. All trademarks are the registere 


, photographs, drawings, and other artwork (h 
provided without any warranty as to its usability or pe 
th qualifications of individual readers—are beyond 
ity, either expressed or implied, for use of the inf 
urchaser/user. In no event shall Motion Software; 
onsequential damages, including but not limited 
suse of any information in this publication. This b 


The publishers (Motion Software, Inc. & Bethesda Soff “reserve the right to revise this publication or change 
-its content from time to time without obligation to notify any persêrîs of such revisions or changes. 
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vas transformed into XCar Pro, A/product 
ilt specifically for you: The avtomotive 
enthusiast. If you're looking for Ahe ultimate 
in simulation accuracy and tumifig capabil- 
ty, we’re confident that XCar/Pto will more 
han meet your expectatio 


Thank y 
the most 


nw 


The XCar Pro 


ng on high-speed ovals, ıe. XCar driving 


i roads, mountain high- cribed: previ- 
ways y streets. fal added features 
ollaborative effort of | have been included that will Optimize your 


tion Software™ and simulation and driving € 
ÎM. If you are familiar are the major Pro-Pack f 
undoubtedly know Be- i ; 
iS one of the most inno- 
game developers. Their 
ind Terminator™ series, 
zky Hockey™ are just a 
few of thei dibly successful products 
jey’ve turned their consider 
ward the racing enthusiast 
he result of over 30- sarap 


%5. Here 


* Software and Hardware ^ 

versions using Xgine® technology that 
produces the fastest action of any real- 
world driving simulation 
e Special XCar Pro Engin 
modify engine power cu 
Imports Mr. Gasket Desk 
Motion-PC Dyno Shop e 
tion files 

Extra Pro-Pack vehicles 
Incredible XCar Pro Paint S 


Editor lets you 

aS, and... 

\ Dyno and 
gine simula- 


years of 


Op to cus- 
tomize the look of any vehici® \ 
XCar Pro Tire Editor allows yc 
periment with tire design | 
Also includes Mr. Gasket DeskToo 
ware Demo Video (Build’em, Tés 
Perfect’em, Race’em) that you can 
n your PC 


to ex- 


sl 


‘modification capability. 
\ less- -comprehensive version of x 
Minimum System Requirements: 


Before installing XCar Pro, make suré 


our system meets the minimum require 


ts. Systems that do not have at least ^ '. 


the following capabilities will not be able to 
run this comprehensive vehicle-dynamics 
simulation to its full potential. 


e IBM™ Compatible PC Pentium-90 

e 16MB Ram Memory 

* Basic VGA Video Graphics Card with a 
VESA-compatible video software driver 

e Sound Blaster compatible sound card 

e 5MB free hard disk space (for minimum 
install; 50MB recommended) 

e Double-Speed CD-ROM drive 

* MS-DOS version 5.0+ 

e Mouse (joystick or steering wheel with 
pedals recommended) 

e Support provided for 3Dfx (Voodoo) 
hardware graphics acceleration 


Getting The Most From XCar Pro 


XCar Pro is composed of two distinct 
simulations. The first, just discussed, al- 
lows you to tune and modify virtually every 
engine and chassis component. And in this 
simulation category you need little more 
r than your computer, XCar Pro, and some 


ing and testing / 
nations. | 


a kevbe- i, bit" in Ordr tê ge a fee rar 
the incredible accuracy and “stomach-flip- 
ping” sensations that XCar Pro can gener- 
ate, you'll need a quality steering wheel 
and pedal set for your PC. 

Steering wheel sets are really joysticks 


in disguise and can be installed in only — 


minutes (your PC must have a game port 
to use a joystick or steering-wheel/pedal- 
set). XCar works with most steering- 
However, the Nascar™ Pro Whee 


mance (it’s available in computer sto 
and it can be purchased on Mot 


Introduction To XCar Pro 


| 


Software’s web site: 
www.motionsoftware.com). A steering 
wheel and pedals will usually cost from $60 
to about $150. If you use XCar Pro with a 
quality steering wheel, you'll be amazed at 
the difference in “feel” over a joystick. 


Obtaining Technical Support 


XCar Pro has been tested on many ;ç 
systems and with many combinations of ; 
video-graphics cards, operating systems; 
and software configurations. It has been 
designed to operate properly on a wide». 
variety hardware/software platforms (refer 
to the list of compatible hardware found“in 
the Read.me file on the XCar uk Ae 


your mouse will function durinkdnstalla- 
tion and within XCar Pro (ngt required, 
but helpful). i 


a 


fj 


i 


XCar Pro \ | copy the appropriate files td 
drive and configure music- and ) The second and subsequeh installation 
screens will give you thg Option to in- 
stall different sizes and vérsions of XCar 
Pro. A i 
CAREFULLY READ AN r FOLLOW THE 


ON-SCREEN INSTRU CTIONS. 


ro has been installed aer 
first time, you'll see a 
screen that will help you 
oystick or steering-wheel/ 
timum driving control. 
if the following instruc- 


small versions 
11MB that save 
what slower) or 


Note: You may instal} 
of XCar Pro (5MB al 
disk space, but run ¢ 
Yo CD-ROM into your you can install the col nplete software pack- 

£ age (57MB, runs fast t). In addition, you 
are given the option to install either the 
standard “Software Versions” (just de- 
scribed) or a 3Dfx “Hardware Accelerated” 
version of XCar Pro. Only\install the 3Dfx 
version if your computer is equipped 
with a 3Dfx (Voodoo) videt » accelerator 
ard (available from many cart ıþuter stores 
nd it may be purchased in\the GAMES 


> 


ing Windows95 or later, 
n screen will appear on 
within 5 to 30 seconds 
n the speed of your CD 
NSTALL to begin the in- 


3) section of Motion Software 3 website 
www.motionsoftware.com). Both software 


and hardware-accelerated vefsions are 
nctionally identical, however, \the 3Dfx 


o; review the on-disk Read.me file 
oceed with the installation. Since m@st 
f the information in the read.me fil 
ontained in this QuickStart guide, clic 
on Install XCar to proceed. : 
Note: lf your mouse does not work Î 
the installation program, you should/rê- 
view the information on page 49 so that 


version, review the installation path ( le 
aults to C:\XCAR). Change the lo 
ion, if desired, then select Go Ahead.,. 
to complete the installation. When the 
“main installation is complete, choose 
{YES when requested to perform sound- \\ 


Installing XCar Pro 


card setup. 


7) If the sound-card setup program does 
not automatically begin, switch to the 
drive onto which you installed XCar Pro. 
Then run SETUP that is located in the 
XCar directory (type SETUP and press 
Enter). The sound setup routine can be 
rerun at any time by repeating this pro- 
cedure or reinstalling XCar Pro from the 
CD-ROM. 


8) If you have problems during sound setup 
(the program won't recognize your sound 
card or your system locks up), rerun 
SETUP and try selecting the basic 
sound Blaster card for both digital and 
MIDI. If you still have problems, refer to 
the FAQs on page 49. 


Starting XCar Pro The First Time 


9) Make sure the XCar Pro CD is in the 
CD Drive (the program will not run un- 
less the XCar Pro CD-ROM is installed 

U our r CD a at Make sure hae joy- 


10) If you are running | Windows95 or aor, 
click on RUN whe the KCal Start Win- 


11) If you do not see th Start win- 
dow, switch to the drive 0 which 
you installed XCar Pro. In the XCAR 
directory, run XCAR.EXE (or 
XCARFX.EXE if you installed the 3Dfx 
version) directly by typing XCAR and 
pressing Enter (or double clicking on 
XCAR.EXE). 


12) When the game begins for the 1 
time, you will see the joystic 
tion screen (see the next cha 
more information about joystick 
keyboard controls). As instructec 
move the joystick throughout the full 
extent of its motion, then press o 


tration carg 


i Motin and FAQs. 
If you cannot find a s 
problem, use the fax-b 


the joystick buttons. In the next screen 
you can set a variety of options for 
XCar Pro. You can assign a joystick 
button or keyboard key to each of the 
displayed functions. For example, to 
have the number 1 joystick button (usu- 
ally the “trigger’) cause XCar Pro to 
shift to the next higher gear, use the 
arrow keys to move down to SHIFT- ; 
UP, then press the #1 jar button ; 


ming, then a second time to assign n 
the #1 button. y. 


Please review the following chapte! 
in this QuickStart guide for more info 
mation on menu selections, program 
functions, and wade pics 


following sources of ifihormall 
you contact technical suppo . 


į several existing organizations. 


fi g 
he most 
following 


This manual will help you get 
jut of XCar Pro and uses thg 
:onventions: ) 
Bold—items refer to impor a nt items or 
ems that require user input / 
Bold Italic—items refer to/menu screens 
r menu items. 


rototype supercars. Wel- 
action and technical detail 


The term “Select” or “Chigi 
one of the following: 


„ on” refers to 


Mouse—Move the fou ‘Chee over 
the item and press DL 


Joystick—Move stick up or down 
until the item is highlighted, then press a 
button to make the s ! 


‘still others regard it as | 
| agree that racing is an 


Keyboard—Use the C r Up or Cur- 
sor Down “arrow” keys ‘until the item is 
meer key. 


ighlighted and then press} € 


y is very difficult to obtain. 
d component manufactur- 


USING GAME CON! -ROLS 


Calibrating the Joysti 


The joystick must be calibratad before it 
jan be used. When XCar is startet 
rst time and a joystick is dete 


i | j stick goes out of calibrated or you 
joysticks. 

To calibrate a joystick, select Opt Nn: 
om the Main Menu and select Calibrate 
loysticks. Move your joystick(s) to th 
imits then release the handle to allow it t 
turn to the default, center position, the 
pis a button. The calibration is automati- ` 


Kpit, closed-wheeled ee these cars 
basically unlimited in configuratio 1. 


ee 


nce there is no racing organization, to 


has its own, borrowing from the best | 


Joystick Calibration & Setting Controls ! 


cally saved and will be loaded 
the next time you play. If you 
change joysticks or experience 
problems with a joystick, press 
the R key at the Calibrate 
Screen to reset the calibration. 
Then re-calibrate your joystick. 
During game play it is not un- 
common for a joystick to “drift” 
off center. Most joysticks have 
an adjustment wheel or slider 
to correct this, but you can 
press the F2 key when the joy- 
stick is centered to reset the 
joystick center location. 


Menu Controls 


When selecting menu items outside of 
the driving simulation, the active menu con- 


trols are shown in Table—1. 


Game-Play Controls 


cle 


While menu-selection controls are fixed, 


[natn Reviews | dostek | mowe | 


Chaka Position 
Hiahli ê Up/Down Joy A cursor and 
og Arrow Y Axis press left 
Item 
button 


option press 


Previous ESC key ESC key Right button 
screen press 


ram [eee ] na 
Cursor down 
am| e e 
DESE 
view 

ree [ae [ae 
om | oe |e 


ik Lêk Xu! ûda lac ea he dik4 Í di 
NN a 


Customizing Game-Play Controls 


Reorient (One-Time Quick 
Spin help) 


+. | 
: 


Disable 3-D view 
(Main Select only) 


ically save and reload the 
s/ each time you run the 


To customize the controls, select Op 
tions from the Main Menu and then Se 
Controls. Move to the control you wish t 
change a 
button (o î 


the pecified keys. 


NOTE: These fixed keys cannot be 
igned to other functions and are d 
owed while customizing controls. 
” Captured screens are placed in the 
į J SAVE directory within the XCAR insta 
i / directory on your hard disk. | 


Take XCar Pro Out For A Quick Spin 


If you want to dive into XCar Pro and 
race, here’s the information you need to 
ake a quick lap around Lime Rock Park. 
in from the Main Menu screen, and 


existing one Û simpl Mê sk Ê ter (ou 
ill then return to the Main Menu. 
t Quick Race tor the fastest t way 


the list of tracks. 
self in the cockpit of your car. You 
forced to start near the back of the pack 
since you didn't make a qualifying run 
(qualifying and other advanced features are 
explained later in this manual). Press the 
Tab key to turn on the Track Map. j 
The lights will start a count-down. The 
race will start as soon as the light turns. 
green. You may stop the race at any 
by pressing the ESC key. Accelerate 
the main stretch until you pass 
pedestrian bridge. Hit the brake 
Game Options on page 17 for informatio 
on setting up automatic shifting and brak- 
ing and other Realism features) and,a 


icator 
hen optimal shift points hav 
ched. The first indicator lights 
engine is operating at maximu 
iency. The third indicator light re 


_ MPH or KPH 
dicates the current speed in 


Turn Indicator L 
e turn indicator will display the di 


Warning Light 
e warning lights indicate: 
igh Water temperature 
ow Oil Pressure 

ow Fuel 

ow Battery Output 


RPM Bar Graph 
ows a graphic representation of 
urrent engine RPM. 


Using the HUD (Heads-Up Display) 


Fuel Indicator 
Displays a bar graph showing the amount 
of fuel remaining in the tank. 


Gear Indicator 
The gear indicator will display the current 
gear in which the transmission is engaged. 


Message Display 
The HUD will use this area to display te- 
lemetry messages from your pit and/or from 
your on-board systems. 


Revolving Display 
In addition to the fixed displays, there is a 
display that is driver-selectable. The dis- 
play can show any of the following infor- 
mation: 


DIL TEMP. 
34.0 
WATER 


Oil Pressure & 
Water Temperature 


kereki Er 


a 


a rar 


sees 


p KIXI 


Boost Pressure & 
Lateral G-Force 


LAP 


POSITION 


E 
# 


TIME 


Current, Previous 
Time & 
Time Difference 


99:9 !::3 
S :e8:01 


+9 !:38 


Current Split, 
Split Difference & .. 
Best Time 


quality dis 
geared to a 


These options allow you to adj 
ber of trees and buildings g 


r the initial run, all op- 
automatically reloaded | Horizon 

_ This option allows the 
be turned on or off. 


Smoke/Dirt 
ı This option allows t 
` and dirt to be turned 


200, 640x480 or 800x600. 
E: In the 3Dfx hardware-accelerat 
grsion of the game (selected during | 
allation), resolution is unchangeable 


he sound options allow you to contré 
volume and types of sounds. The fo 


Render Distance 1 
This option adjusts how far in the dista 


Pit Radio 


Setting Game Options 


Music 

Turns the playback of the “Redbook Au- 
dio” on or off (this is high-quality back- 
ground music). Since XCar Pro only uses 
Redbook audio, it cannot control the out- 
put volume. If the music is too loud, the 
volume will need to be adjusted outside of 
XCar, usually in a mixer program supplied 
with your sound card or CD-ROM. 


Opponents 
Specifies the number of opponents heard 
during a race. 


Engines 
Adjusts the volume of the engines. 


Skidding 
Adjusts the volume of tire-skid sounds. It 
is not recommended that this option be 
turned off. The tire squealing sound pro- 
vides important feedback on how the tires 
are gripping the road. 


S pii radio communications. 


Adjusts crash sounds; 


Other Sounds 


acta’ such’ äs 


Realism Menu 


The Realism menu contains options for 


adjustment of how “realistic” the game play 


is. The following options are available: 


Mode 
Selects Realistic or Action mode. A 
mode allows your car to grip and 
beyond what would normally be p 
lt also automatically selects the 
option None, allowing your car to bour 
off walls without getting, too far out of c 
trol. This mode is recomm i 


nded for begin- 


ning players 


Race Length 
Adjusts the duration of a race, as a per- 
centage of the actual race length. The lower 
the percentage, the shorter the race. 


Weather 
Allows varied weather conditions to occur. 
If Weather is set to Off, the race Palê will 
always be sunny and dry. Su 

Damage 
Adjusts the level of damage sustained in a 
collision. Realistic damage will allow your 
car to take only a few hits before becom- 
ing disabled. Minimize will allow your. car 


to take several more hits before becomihg 
disabled. None will not allow you 
become disabled from accidents. 


gence) oppi 
option. In, : 


Game Options/Improving Game Speed 


Race.Line $ 

rns the display of the ideal race lin 
d off. The race line appears as a 
dashed line positioned over the 
¿of the track. The race line helps 


off the textured horizon to impro) 
e rate. The textured horizon will 
laced by a solid blue horizon. Tur 
izon off using the Graphics op 
een under Horizon. 


- Resolution 
se low resolution. To use low reَsê 
elect 320x200 from the Resol 
on of the Graphics options 
Note: Resolution can not be « 
the 3Dfx version of the gam 


ting. Auto shifting will autom 
he gears up or down dependint 


Number of Opponents ıı 
Racing against fewer cars increase 
will slow your car to the | | frame rate. To reduce the Amber of 
speed for a turn and nents, reduce the value of 
t or below that speed \| _ slider under the Realis 
ner. 


tomatic or manual braking. 


Textures 
Turn textures off. The 
o be enabled or dis- tures are the walls 
lî “help” the car follow tures are turned off tl 
a corner. This should ¢ a comparable solid ca 
__ Off, toggle the correspo 
fl Graphics options scre 


_  Trees and Buildings 
|, Lower the number of tre 
o plays back at 30 frames, rendered. Do this by sel 
. The lower the frame rate Buildings from the Graphi 
e display seems. At lo reducing the level. 


_ Render Distance 
Shorten the render distance. 
Jistance can be adjusted from tl 
cs options screen. 


Race Line 
isable the race line option. Turn 
ace Line from the Realism options 


automatically test the speed of yo 
fine and adjust options to increase t 
e rate. XCar was designed so that y 
increase the frame rate by sacrifici 
phic realism. The following is a qui 
of options that can improve your fr 
te. 


XCar Pro simulates 
the next generation of E 
c | o s e d-w h e e led, ^ 
closed-cockpit race Pem me 
cars. These cars, often e. meucecor, 
referred to as sports- DOR H TT 
prototypes, have a rich 
history. They are typi- 
cally manufactured to 
showcase new technol- 
ogy and design tech- 
niques. Few are ever 
sold to the public. In- 
stead, they are manu- 
factured in limited quan- 6 eek 
n tities and raced in vari- oe ; img gi U 


WEIGHT: 1845 Ib 

FRONT KENT bist: 46.09. % 
DRAG COEF: 0.48 

ENGINES FLAT 6 


optimum setup for each 
will allow you to save as 
you wish. Each setup is ‘¢ 


car to suita ele aek i as wël] as your 
own preferences. 

To select a car, choose Select Car from 
the Main Menu. Using the up/down cursor 
keys, mouse, or joystick, select a car from _ 
the list of cars. This list will continuously 
loop through all the available cars. Once 
you have chosen a car enter a new nar 
for the driver. This name will be sé 
along with any changes made to th 
the Modify Car section of the pro 


Modifying The Cars 


have neutral 
In order to be competitive on different) 


į based on their ratios. 


Modifying The Cars 


d be properly powered and geared f 
specific track on which your racing. 


Tu Engine 

[Pe NN You can select fro 

Î BÎ variety of engines. Ea 
has advantages and tra 


i Size: mso. fual: 0,23 
i Stroka: 8350 Weight: soo 


ighter engines won't produce 


= 


wer but can be more fuel effi- 


will display its dyno-based 


epower curve. 


files from Motion-PC or 
mulations. See page 42 


) he quickest time. Gears 
ould be selected so that 


achieved w 
corners. Th 
to determine 


E Size: 3478 fual: 0,23 
Stroke: 50.96 Weight: 550 
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ber that you must GAR 
still be able to switch 
tween gears without 
bogging down the en- 


gine. Select gears 


00445544545445 4545445444444443444444 6444004 
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Pras 


Comber be LOQ deg 


Move to 
Next Item 


Move to 
Previous Item 


Move to 
Next Section 


Toggle an Item 
Increase an Item 
Decrease an Item 


Leave Modify Car 


Reset an Item 
Help on Item 


BRRKES ccsscccccccccccceccceeeee 3 
niar E 60.00% y WE 
'& = b TRAK W 


. 


ê + 
Powar: 4000 Wear: 9,42 


z 
1 
4 
> 
Qo 
Ö 
# 


> 
+ 


> 
» 
> 
> | 
JÊ 
$ 
F 
e 


# 
fıute — Maou `. 


FOO säin : 
300 bs E £ 
 Waight: 100 Rate; 1,20 


T 
FOO siin F 
IOO Wa E STEERING mananui 


REAR ROLLAR 


3600 b/n E | 
GO E oF Scale © 6000 
pone 

t. 

EMG OO TENE : a: A re 
` 2,09 ft `» i MEGa 
Loot » 2 W Throtre 
î = compined 

SPUT 
low Brag i 
TECH DISPLAY siriat 
3 


vra A 2700 psi d 
O00 deg 


Toa 4 


RERR LIGHT 


Cursor Down key 


i 


DOWNFORCE @ 160: 703 Ibs 
DRAG ® 100+ 416 fos 


RG 
a 


| i 
| LORD 1 
SAVE | 


emn 


hu re bs on a ipo Hae ike whêre 


This means that if a gear has a ratio of say 
3.14:1, this indicates that input speed will 
be 3.14 times faster than the output speed. 
The Final Drive gear is the ratio of the 
differential and it affects all other gear ra- 
tios. First gear should only be used for the 
start and when exiting the pits. The other 
gears should be spaced to get the best 
performance. Top gear (6th) gear is usu- 
ally used as a gas mileage gear for long 
straights and is only slightly different from 
5th gear. Reverse gear is not changeable 
by the user, but it is within the range of a 
first gear. The graph area shows the dis- 
bursement of the gears and what speed 
matches maximum engine torque. 

The Auto and Manual buttons deter- 
mine whether shifting will be done auto- 
matically or manually by the player (this is 
equivalent to the Shifting option under 
Realism discussed on page 17). 


Brakes 
The brakes on the XCars 
are all of the “disc” type. 
Different Drakes have 


> Power: 4000 We 0,42 


and wear fatos] Select the ty € é 
that best ‘suits the track. ‘or example, if 


high wear rates. On ad course 
where brakes are used constantly, select 
a set with long life that are resistant to 
fading. Brake Bias is used to set the 
amount of force going to the front and rear 
brakes. Typically, more force is directed to 
the front brakes because of the effects of 
weight transfer during braking (weight shifts 
onto the front tires). If you experience lo 
behavior (the back end seems to spin 
while braking, it usua indicate tl 


front bias. 


Modifying The Cars | 


eren smite Suspension 


a 
Rota ê = Pe > “BOO Beiñ < 


The suspension is 
the most adjust- 
able part of the 
race car. The sus- 
pension compo- 
nents link the car to the tires. The springs 
control the wheel travel rate and affect the 
weight transfer while cornering. The Damp- 
ers, or shock absorbers, are velocity-sen- ; 
sitive and affect weight transfer and wheel : 
travel depending on the rate of a turn or 
bump. The damper also keeps the tire oñ., 


the road by absorbing the recoil effect of ~~ 
the spring. You can individually adjust the 
spring and damper for each ware The 


ine your pit strategy. T 
be adjusted so that the 
of fuel is used to fill the ta 


Modifying The Cars 


n. The second is Steer Lock. Thi: 
» total range that the tires can turn. 
er the range, the tighter the circle 
r can turn. The third adjustment 
Scale. This allows you to ad 
response as speed changes. 
reases, so do the effects of steé 
Some controllers are very sensi: 
and this setting will help corm 
r the sensitivity. 


Tires 
Several fa 


VRE WWD 


ar 


derstood, fewer still are user-cha 
e user-controllable parameters’ 
al Load (see suspension), C 
r Tire Type, Camber, Pressure; and Toe. 


ack, it has been fixed and ig Ast change- 
ble. You can select from ral sets of 
ires. Each has unique pri s and is 
uitable for different cars, anc i 
onments. Individual tire 


Wings are the key ta 
great lap times. Be 
Cause a Car is made 
to be light for fast 
braking, the amount of | 
s reduced. This makes |, for each wheel. In add 
ery in turns. The best | individual Inflation Pre 
s effect is by applying | Toe. Each of these se 
ugh the use of wings. rolling drag, tire tempé 
n be individually ad- Tire pressure is ofte 
or a car pushing (un- adjustments to com 
loose (oversteering). g perature or to add sñ 
trade-off in drag (low- | dersteer or oversteer. 
en a large amount of i drag and grip are minor 
ings should be adjusted; matic effects on cornerin 
a particular track. On a; | be set to achieve the hic 
, sible (typically falls in the 

Camber has only minor a 


minimal wing should be! 
speed is the highest pos- 
drag and tire temperature. 
teer characteristics of the c 


sible. On a fwisty track, use more wing so) | 

that corne speeds are highest. The 

length and width of a wing affects the down ally set near zero. The gr 
lays the tire’s cornering force 
arious loads along with the tir 


nd is typi- 


© 
< 
o V 
Oo 
mM @ 
"p ç I 


n minor ways, as does the 
ze. The wing chord angle is t 
fie of the wing and can't be ad 


achieved by keeping the tires workin 
2 maximum point on the curve. The 

te temperature of a tire should be \ 

iform as possible. An over-inflated tire, 

| have a higher temperature in the cen; 

| | A cooler temperature in the center ini 
O d ıtes under-inflation. 


¢ High Downforce and Low Drag 
ıs allow the selection of the wing c 
uration. A High Downforce wing 
ultiple stacked wings that generat 

arger amount of force and drag. The Lai 
Drag configuration has a single wind 


Modifying The Cars | 


XCar Pro includes a unique Tire Editor 
that allows you to modify, and even de- 
sign, tires for your race car. See page 45 
for more information on using the Tire 
Editor. 


Telemetry 
Telemetry 
TANA ve “preter SAME: data is very 

useful for set- 

ting up your 

car. It provides a means to measure the 
effects of set up changes—an otherwise 
hit or miss proposition. The telemetry win- 
dow can display a variety of information. 
Telemetry is recorded whenever you start 
a race, practice, or use a test track. The 
telemetry window displays various data in 
graphic form. You can select the interval 
displayed by adjusting the slider below the 
window. Up to four streams of data can be 
displayed at once. The data displayed is 
selected in the boxes to the left of the te- 
lemetry window. Combined means the 
aaa is aE ean on the same graph. If the 


feature). Weight rande data using the form 
if a.G-G diagram) accompanies the se- 


the weight bela applied to eac 
the forces and directions being app 
the center of gravity of the vehicle (refer 


to the G-G Diagram in the Physics of Auto | 
Racing on page 40 for more information ` 


mum configured set up, there is enou 
memory to typically store about four m 
utes worth of data. Pressing the 0 Z 
key during a race will resi 
buffer and restart recording 


Lateral G-force (Lat. G) 
The lateral (or sideways) G-force on the 
center of mass in the vehicle. A negative 
value indicates a force to the left. 


Longitudinal G-force (Long. G) 
The longitudinal G-force usually caused by 
braking or applying throttle. A negative 
value indicates deceleration. 


Brake pedal position (Brake) 7 
The amount of brake power being applied. 
Data is displayed as a percent of maxi- 
mum. d 


Gas pedal position (Throttle) 
The amount of throttle being applied*+Data 
is displayed as a percent a maxi 
throttle. Û 


Steering input (Steer) 
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Right-rear suspension (RR Trav.) 
measure of the current right-rear $ 
sion travel measured in inches. een the rear wheels, then loose 
rear by using less spring or les 
pft-front slip (LF Slip.) will probably fix the problem. Thé 
tes how much the left-front tire is slic etry data can also help improv 


ving skill by observing the overal 


ow much the right-front tire 
value of 1 indicates the tire i atching this data you will know which cor- 
hers you are taking incorrecty an 


you need to do to solve thej 


Test Tracks 
tes the tire is fully sliding. 
There are four test tr 
(RR Slip.) test your car: 
right-rear tire is sliding. 
s the tire is fully slid- The Top Speed O 
This track is used for; 
effects, engines, an 


tics at high speeds. 


The Skid Pad 
The skid pad is used 
state cornering and tire 


measure of the time it. 
a segment of track rather 
Segments are measured 
f of a corner to the center of 
r. On the telemetry display, 
re represented by a white, 
vertical li r bar. The number below th 
bar indicatés the corner in which the spl 
was recgrded. The top number to the rig 
is the current split time. The number belov 
is the difference in split times between th 
Curregt;pass and the previous pass. 
Note: wo laps must be completed befo 
the Split time difference can be displayed, 
Split/times are useful in tracking impro 
ts or locating problems in individų 
tions of the track. 

By analyzing the telemetry data it is p 
le to determine what forces were ac 
5n the car, what the driver was doing 4 
/particular time, and how the car responded. 
For example, if the telemetry data indicé i d 


the next co 
split times 


Modifying The Cars/Setup Tips 


The Braking Track 
Used to test both 1/4 mile speed and brak- 
ing distance. 


The Handling Track 
This track is best used for testing transient 
handling properties. 


Select a track by adjusting the slider 
below the icon. Click on the track icon to 
enter the test track. 


Loading and Saving Setups 


Individual setups can be saved and 
loaded by selecting Load or Save. You 
may want a different set up for each track 
and each car. The same set up can be 
loaded “into” different cars but the adjust- 
ments may not be optimal because of dif- 
ferences in shape, size and component 
positions on the cars. 


Resetting Data 


Be Hebe your car you may find 


Reset ALL bution. 


Getting Help 


On-line help is availabl ost items 
on the Car Modify screen. To get help, 
select an item and click the Help button. 
Selecting an item with the right mouse 
button also will display a help screen with- 


out changing which item is currently se, 4 


lected. 


MODIFYING AND SETUP TIPS . 
The following information pro 


quick reference to the effects o 
various car components. 


Springs and Dampers 


Adjust springs/dampers to affect grip in 


corners and suspension travel. 


Stiffen front springs 
Adds understeer. 
Car is more stable. 
Less front grip on bumpy surfaces. 
Greater traction on corner exit. 
Greater front tire wear. 
Less “dive” under braking. 
Stiffen rear springs 
More oversteer. 
Car is less stable. 
Less rear grip over bumps. 
Less traction on corner exit. 
Greater rear tire wear. 
Less “squat” under accelerati 
Stiffen front dampers, 
More understeer it »umpy tù 


Vehicle Setup Tips 


Increased cornering speeds. 
Reduced top speed. © | 
Can affect rear wing effectiven 
crease rear 

ıi Increased oversteer. 
Increased aerodynamic drag. 
Increased cornering speeds. 
Reduced top speed. 


Gear Ratios 


ar ratios for maximum acce 
əf corners and down straight 
lower number) 

ased top speed. 
\cceleration. 


Adjust 
eration o 


cceleration. 


\Balance 


jias 
under braking. 

can lock. 

istance can increase. 
nt bias 

fer under braking. 

ires can lock. 

g distance can increase. 


OD 


Steering 


steering parameters to fit th 


ase steer ratio 
/ Wheels turn faster. 
Allows tighter turns. 
Improves racing on twisty trac 
, Less stable. 
crease steer lock 
Wheels turn further. 
Allows sharper, tighter turns. 
Can be less stable at high spei 
Increase steer scale 
Less influence with higher sp 
Increase number for high speg 


THE TRACKS 


Grattan Raceway Park 


Location: Belding, Michigan 

Length: 2.00 Miles 

Major Event: SCCA Nationals 

Track Record: Raul Boesel, 
Jaguar GTP 
1:05:00 

Difficulty: Hard 


Infinity Loop 


Mobius, Italy 
1.2 Miles 


Major Even 
Track Record: 


Difficulty: 


Lime Rock Park 


Location: Lakeville, Connecticut 


Length: 1.53 Miles ai, 
Major Event: IMSA World Sports Cars, 
IMSA 


Track Record: P.J. Jones, 
Toyota-Eagle MK] 
43:112, . 
128.595 r 

Difficulty: Easy 


The Tracks 


Concourse 


: Cicitta, Brazil 

4.0 Miles 
Event: Emerald Basin 200 
Record: B.Rydlach, 
i MAC Tools GT 
1:41:92, 
141.29 mph 
Hard 


Difficul 


satior jLexington, Ohio. 
Length:  / 2.25 Miles 


MID-OHIO 


Major ıt / Miller Genuine Draft 200 SPORTS CAR COURSE — 
J] INDYCAR | Sa 
Track Rec Paul Tracy, 


PENSKE PC22-Chevy 
1:08.564, 

118.138 mph 
Medium 


The Tracks 


Putnam Park 
Location: Brownsburg, Indiana 
Length: 1.8 Miles 


Major Event: 


Track Record: 


Difficulty: 


Red Rock Speedway 


National Endurance 
Race, WERA 

Scott Goodyear, 
Indycar 

54:54, 118.81 mph 
Medium 


Location: 
Length: 

Major Event: 
Track Record: 


Difficulty: 


Location: 
Length: 

Major Event: 
Track Record: 


Difficulty: 


Mesa Grande, Arizona 

1.5 Miles 

Red Rock 200 

C.S. Weavin, Meguiars MR-1 
26:55, 203.39 mph 
Easy 


Seattle, Washington 
5.7 Miles 

Seattle Grand Prix 

B.Darrelson, 
SW-20 Quaker State 

2:23:91, 142.59 mph 
Hard : 


The Tracks 


hunderhill Park 


» 


Willows, California 
1.9 Miles 

: Harvest Festival, SCC 
: Chuck Billington, 
C-Sports Racer 
TICO, 
97.714 mph 


Oak Village, California 
3.3 Miles 

Trailhead 200 
K.Reigns, 

DX-5 Champion 
1:13:31; 16205 mph 


THE VCR 


During a race, prac- 3 "Zurna 
tice, or test session, te- Fa A T ; 
lemetry data from your Mw g mha. a) Êyê 
vehicle is recorded. The ow» Tey | EOF Front 
VCR function is used to me” Sea ac wth 
display this information. T awana 
Data can be played Pie LO rı 111 j, Helicopter 
back from multiple | '.i 
views and at various 
rates. Using the VCR, 
it is possible to view 
telemetry data synchro- A ~ 
nized with the visual eg 4 i» aoM 
data of the race. This i `. 

can be an invaluable re- 
„ Source for improving 


‘In-Cor Rear 


„cle Lor 


driving Skills 


cessed from the Main 
Menu screen by cole la VCR Data must 
velit st be recorded or loaded before itis av : il- 


e). The Save butt 
save the current data. Y 
overwrite an existing name 


controls camera rê A loading 

of videos, the total length of the video, and 
the current position of the playback. The 
small slider in the center enables position- 
ing the playback anywhere in the data by | 
moving the slider to the desired time. There ~ 
are five different views to choose from. 
Chase Car view will position the camer: 
behind and above your car. The Hel 
ter view will position the camera ( 
above your car at a high altitude. 
Car Front view will position the came 
the hood in front of the driver. The In-Car 
Rear view will position the camera behind 
the driver, looking backward. The Trae@k-» 


The VCR Recording/Playback System 


> symbols, the faster the playb 
d. 


To rewind the data to 
beginning, press the I< 


ton. To advance it to the ve Stop/Pause SPACE key 
end, press the >l button 


| Rewind to start HOME key 
To view the playback at no 


pa speed, press the > bu Forward to end END key 
on. 


a i CURSOR LEFT 
o stop the video, press ei- Shuttle faster Î 
. ner the STOP (square) but- ey 


or rotate the round (Jog) 
rol knob to the STILL po- aue sowar sie RIGHT 
. ey 


op of the screen, along | Chase view C key 
phics below, are the 

ys. The top portion Hood view 
ole telemetry data in 
boxes overlaid on the Rear view 
what data is displayed 
Î data is begin displayed Helicopter view 
different data type, sim- 
A menu of the available Trackside view 
layed. Select the data type 
| like’ and the graph area will be Modify telemetry 1 F5 key 
with’ the new information. The 

aphic to the left displays the Modify telemetry 2 F6 key 

ht distribution of the vehic 

orce vector acting on the ce Modify telemetry 3 F7 key 
ty. If the G-force vector draw 

center circle, it indicates th Modify telemetry 4 F8 key 
as exceeded its maximum tra 


D key 


overlaid 
current 


ion Amit. The map simply displays wh 
e track you and your opponents 
he functionality of the VCR is optimi 
mouse input, however, keyboard c Rotate View Left < key 
ands are also available and are liste 


able-5. J Rotate View Right : 


EER ARNE ES ad 


` 
> 
ked 
= 


# A SING 


XCar supports four types of racing. Pre- 
season consists of a solitary session on 
any of the tracks. Multi-player racing al- 
lows racing against human opponents 
(multi-player will be covered in the Multi- 
Player Game section on page 36). Single 
Race (also Quick Race) allows racing on 
a single track against computer-controlled 
opponents. Circuit Racing begins a “sea- 
son” of racing on a series of tracks and 
includes point tracking for overall stand- 
ings. 


Preseason 


see page 16). You can now participate in 
two Practice sessions, Modify your car. 
Qualify, or Race. The Practice sessions 
allow you to run on the track under the. 
current conditions and make adjustments 
to your car. Modify Car allows you «to 
change the current setup of your car. 


Qualifying 


When racing a Single Track or a Çin 


Preseason racing is accessed from the 
‘Main Menu screen by choosing Pre- 


now ue dishtaved From herd you çan 
select Practice, Modify Car, or return to 
der a Menu. Choosing Practice will pdsi- 


return to the erebeakor menu, press ; the 
ESC (escape) key. Choosing Modify Car 
will take you to the adjustments screen to 
your modify the current setup. Pressing 
ESC from the Preseason menu will return a 
to the Track Select menu, allowing the a 
selection of another track. a 


Single Track 


Choose Single Track from th 
weather conditions will be dete 
based on the track location and ty 
weather conditions (providing Weather 

been turned on under the O nu 


j. After all the 
Season, NÊ 


TRACHS 
SELECTEMNM: 


ined based on the 
bined scores for all 
races. 


Lo ding A Saved 
i Game 


viously saved 
1 be loaded from 
screen. Select E : 
then select ih zk Hd 
»m the list. Î fo) ZÎ 

r ly be saved Ê | 
itstop (see 


Sosa an cao any 


DK 


si a SEK RIK 


on the next page) is 
d of each lap. It indi- 
ap, your position, your 
Ag time interval to the 


the interval to the car | Finish Points Awarded 
laps left in the race. 
` Start Flag 
A green start flag is used, | | 2nd place 
to signal the start of th 
| 3rd place 14 points 


race or to resume racin 


after a caution flag. | 
a } 4th place 12 points 
Finish Flag | 
A black-and-white check: | oth place 10 points 
ered flag is used to signal ` 6th place | . 
the finish of the race. || bth place 8 points 
Black Flag | 7th place 6 points 
Indicates that a driv 8th place 5 points 
must stop in his pit ont 
next lap. A black flag c 9th place 
be the result of speeding 
in the pit lane or passing 10th place 
1 under yellow. 
S 11th place 
Black Flag with Ọr- 
ange Circle 12th place 


Indicates that a drivef / 


pall ki 4 i TEN 
kuta Rae 


Racing, The Basics 


f “ye? A. ~ı sU We. 
+35537 


10 LAPS 


having mechanical prob- ing your pit can be tricky, but with practice 
lems that might endanger it becomes easy. To enter your pit, slow-to 
him/herself or other driv- less than 70 mph and move into the p 

ers. lane. Look for your pit crew and lollipop 


Yellow Flag 
Signals a situation that and stop before you pass ‘the 
may be dangerous. Driv- Once in the pit, you will a 
ers should slow down and be raised up on jacksvan 
be prepared to stop. Driv- work to begin. While î ) 
ers are not allowed to paused while yot 
overtake or pass until the 
green flag is shown. 


Save the game in progress 
be saved | in, its current Tê 


a faster car. 


Honoring A Black Flag 


If a player receives the 
black flag he/she must pit within five laps 
or be disqualified. To clear the black flag, 
simply stop at your pit and then continui 
on. No pit work can be done under ab 
flag. 


Pitstops 


in isn’t much 
‘toads, since 


Use pitstops to make.minor changes to 
your car during a rage orypractice. Ey 
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¿traffic speeds are much lower. Racin 
‘he rain, however, is much more’ challe 
lng. Your driving techniques must be 
. and there is little margin for erro 
\ major consideration with wet wea 
j is visibility. Depending on the de 
the rain, forward visibility can | 
J to less than a hundred yards. A 


ion. Regular modems and Null mode 


nect to one of the serial ports. 
puters come with two serial po; 


m the Multi-Player menu. 
For play via a modem, mode! 


% of the dry-track equivalent. Thi; 
åt speed must be much lower 
ore, weight transfer will also b 
cks and roll bars should 
bias should be adjusted 


many com- 
m from the 


reduced. 
loosened 
a softer | 


on modems. Select your 
ist. If your modem is no 


adjusted to provide maxi 
ince drag is less impor 
ircumstances). T 
d carefully apply the ` 
çe the track is slippery COM port 
likely to skid. Plan- This is the communig< 
nt, and knowing ex- use. 
the brake and gas is jı 


odate 


automatically selects rain | i 


tires whe conditions exist. 
i-Player Game This is the initialization str 
Ij sent to the modem 
Multi-pl yêr gaming allows you to play 
against human and/or computer players via Reset 


modem by an IPX-compatible network, | | This is the reset string for the 
/Race from the Main Menu, thet : 
no Multi-Player from the Ra 


, < Remember that, as stated in t 


St; ُ | Done 
ZA ay the same COpy of X Returns to Modem Screen. 
on fore than one machine is a violation | 


bpyright and is illegal! 


Starting Modem Play l | g your modem. In order for XCar t 
municate smoothly, it requires that the 


Modem play allows two human pla be passed through the modem imme-\ ^ 


ks race against each other via a serial Gon- die tely—not compressed, buffered or error \ 
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corrected. A typical command string would 
start with an AT followed by a string of 
characters. You need to determine and 
supply the commands to: 


1. Reset the modem. 
2. Set compression to off or none. 
3. Turn error correction off. 


If you need to insert control characters, 
use the ^ character (i.e., ^M stands for 
Control-M). There is no need to insert a 
carriage return at the end of the string. 
Next, select a baud rate. The baud rate is 
the rate at which XCar sends data. Since 
XCar can only send data as fast as the 
baud rate, the higher the baud rate the 
faster the frame rate. The down side to 
higher rates is that they are more prone to 
errors from unshielded cables or phone- 
line errors. XCar Pro supports 14400, 
19200, 28800, 38400, 57600, and 115200. 
it multi-play will be accomplished via a 

lmodem cable between two JR 


Who i is dialing and who is a st îa should 
have been established before hand. If s 


answer, d paer her a. 
call. 

Once a connection has been estab- 
lished, XCar will locate the fastest machine 
and that machine will become the “mas- 
ter.” The master system is granted the abil- 


ity to select the track, race length, and other 


parameters. These parameters are t 

passed on to all other machines. Play re 

sumes as a normal race. 
Starting Network 


Network play uses the IPX network p 


tocol to communicate between players. Up 
ct. Network play n 


to eight payers can p 


is accessed by selecting Network from the 
Multi-player screen. 

When Network is selected, XCar will at- 
tempt to find a game that is currently being 
set up by another user. If it can't locate 
another user initiating play, you will be 
prompted to start a new game and the fol- 
lowing information will be requested: 


Mode 


Damage on 
This option is active only if you select the | 
Realistic mode. You can select Realisti 
Minimize, or None. 


Computer Cars 
This is the number of computer- Ci 
cars that will race with huny 


Skill Level j 
This is the skill ae 
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exciting part of the race. Don’t get n 
s. The best approach is to go easy 
throttle and hold your line through 
corner. Let the traffic thin out a 
re you make any moves to p 
u lose a position or two, don’t 
ere will be many opportunities thi 
t the race to make up lost positi¢ 


iG Pausing the Game 


hile racing, the game can be pau 
\pressing the F5 key. During a pau 
an turn on or off several options | 
Horizon, Spin Help, Race Lir 
Help, Shift Help, and Brake Help ( 
formation on these options see t 
section on page 17). A filled b 
that the option is currently on. | 
ion, you can save the last 1! 
telemetry data by selectin 


side, hold your line through the f 
r and don’t worry about moy 
ffic. If you start on the outside 


seconds. 
Quick 15 4 


cause of cold tires. Don't too hard 
during the first few turn ur 
l i come up to operating t 
dem or lay. . J the first lap, your tires sh 
up to an ideal temper 


. EDUCATION : 


ips from the experts i 
cel in both XCar Pro The best path ard 
road racing. j that allows the maximt 

` acceleration and the le. 
ing lock. Every track h 
ing line. Some call it the 


As is ost sports, the best com- A | _will be difficult to win unle 

petitors a most mentally fit and pre- ; 

pared. In « to be a great driver, it i ‘line shows up : as a subtle (Semetimes not 
important t you study and know you o subtle) dark path caused by rubber 
controls, yguf car, and the track. In racing crubbing off the tires or oil and other liq- 
things happén fast—too fast for your brai 

to contemplate the situation and reason ou 

the besti move. Your entire body must bé 


aimed to act appropriately in a situ . 
out “thinking.” This takes a lot 
hd study. The mentally prepar 
ill be able to sense what his car 
and react in an instant. 


r in the same direction. As vol 
rn, notice if the groove moves towa! 
ex of the corner (see the next $ecti 


ation 


pt). As you exit, stay in the groove, 
ll help you set up for the next turn. 
Another way to learn and follow the i 

line is to follow one of the comp 
rolled cars through the race. They 


Surviving the Start 


XCar uses a standing start, simila 
rmula 1. This means that the cars 
egin from a standstill on the main straight, M 
‘lined up in a staggered fashion. $ race line. You may also turn on an artificial, ^ 
The start is easily the most dangerblis _ representation of the race line by turning \ 
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on Race Line in the Realism options or 
by pressing the F10 key during the race. 
Following the race line is almost always 
the fastest way around the track. By pay- 
ing attention to this line you will learn when 
to brake, turn, and get back on the throttle. 


Cornering 


Cornering involves two driver judgments: 
speed and path through a corner. Proper 
cornering requires a lot of practice and a 
good study of the course. The most popu- 
lar way to describe optimum cornering is 
with the “apex” concept. Your goal here is 
to take a corner in the straightest possible 
line. Often this means entering the corner 
as close as possible to the wall, cutting 
across the track to the “apex” of the turn, 
and exiting the corner as close to the outer 
wall as possible. The point where you reach 
the apex is determined by the radius of 
corner and the condition of the track that 
follows. If there is a straight section after 
the corner, it is a best to hit a late apex in 
c r to via! as much acceleration down 


that will offer the best t setup 
turn. 


and slow exit speeds. On the aiher hand, 
the experienced driver will concentrate on 
carrying as much speed as possible 
through fast corners. 


Braking 


Braking is a key to winning races. 
later you can brake in a corner, the 
your lap times will be. As you 
make a mental note where you h 
start braking in order to successfully ent 
and exit a corner. Most tracks have brak- 


distances and locations. If there are no 
markers, look for natural landmarks. 

Brakes produce maximum force just be- 
fore the tire locks up. A locked tire pro- 
duces less braking force, so, it’s essential 
to set the brake bias correctly to help your 
car stop without the front or back tires lock- 
ing up. 

The basic rule to braking is to apply | 
braking force while the vehicle is still in a / 
straight line before entering a corner. An 


practice, drivers try to brake hard in a 
Straight line then let up slightly when en-., 
tering a corner, finally releasing the brake 
when they reach full cornering force. This 
may sound simple, but takes much ee 


tice to master. 


help, ho 


ing markers or cones to help you judge tion. Tiron 


Engine 


wings can be made with little time 
. Use wing adjustments to correct o : 
>r or understeer problems. Avoid the ca wheels and produce fo 3 


iã important to have a basic und ngine never reaches the tires 
standing of the physical forces acting s 30%). This lost power is con; 
. Vehicle dynamics is the stud art, by the need to accelerat 
ces. Dynamics can be broke earbox, and drivetrain compohênts. This 


down into uhderstandable parts so that yo one reason racing designers try to use 
can apply thig knowledge to properly setu omponents with the lowest mass and 
the car. oments of inertia, while still maintaining 


1 sufficient strength. 
Forces 
; Brakes 
as mass. According to 
aw, a force must be 
; in order to accelerate 


Brakes produce the 
_ force used to slow or §¢ 
ns. The actual forces are aided by other fore 


nplex, but the forces of the control of th ; tire 
ntrol (steering, accel- rolling resistance anê rag 
j) are aimed at a very i 
hicle: The Tire Contact Suspen 
ey say, where the rub- 
; the interface between The suspension is in otion 
road surface. The forces _ As forces are applied, welt sferred — 
/ e are limited by the amount ; to different tires. The suspẹi arts are 
of friction can be generated between responsible for handling and controlling | 
the surface of the tire and the road. If th these shifts in weight. Most 'of the tasks ` 
exerted forégs are greater than the frictio sat have todo ' 


limit, Wi slip or skid. The conse imizi ûr ponents. 


iglg is turning. Picture an object be 
SW hg at the end of a string, fast enoug 
so /that the string stays taut. The sa 
forces causing the string to stay strai 

fg acting outward on a turning vehi 
ge amount of force depends on the 
dius of the turn and the speed of the 
; hicle. Centripetal force is sometimes | 

ferred to as lateral G-force. 


and friction is reduced. Before the ‘tite 
ches its maximum friction limit, it 
duce various “slip” angles, usually le 
12 degrees. The slip angle is the ang 
een the direction the tire is pointing 
d the actual direction the tire is moving. \\ 
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Slip angle progression throughout a turn is 
often very linear, with the peak occurring 
as the vehicle exits the turn. The force and 
slip angle produced by the tire is princi- 
pally controlled by the vertical load on the 
tire and, to a lessor degree, by the tire 
camber and pressure. 


The G-G diagram 


A common method of visually represent- 
ing all the forces acting on a race carisa 
G-G diagram. It displays forces as a direc- 
tional line and the maximum force that the 
tires can withstand as a circle around the 
zero point or center. If the force line ex- 
tends outside the circle, the force is too 
great for the tires and the vehicle begins to 
skid. 

A typical G-G diagram will display the 
load for each tire in addition to total ve- 
hicle forces. The directional line represents 
a vector (or directional) sum of the forces 
acting on the tires. For example, if a ve- 
hicle is braking and turning 
left„ihe line would point to 


etal force is represented by 
the length of the line. eee 


line should remain near the 
edge of the friction circle. 
Maintaining these forces re- 
quires a fine balance be- 
tween acceleration, braking, 
and turning. The best driv- 
ers control these forces so 
that the tires are always just 
under their traction limit. 


includes six different engine 
a flat 6 to a V12, that you ca 
ıy vehicle. The Engine Edit 
veloped especially for XC 
to import torque curves 
oftware’s engine simulation 
XCar Pro Engine Editor is 
Mr. Gasket’s DeskTop 


install in. 
program, 
Pro, al 


ro Engine 
ated in the ENGEDIT 
DIT folder was installed 
ctory on your hard drive. 


/engine editor, double-click 


LE, then OPEN. 


3) Under F les OfType displayed at the bo 
tom af the file-dialog box, open the dro 


hve designed, change the path to yol 
Dyno software folder (e.g., DYNO25 


į the sample files provided with XCar 
select one of the Dyno files visible | in th 
window. When loaded, the torque cu 
will be displayed in the Engine Editor Wih- 


) To transfer this engine torq 


6) In order to “register” thi 


ied from the “Engine Description” entered 
jn the Dyno simulation) while you are\ 


dow. 


urve into 
XCar Pro, choose SAVE 
FILE menu. The Engine E 
Torque File name; enter 
the next engine in seq 
use it for this example; ef 
lowed by a zero, six), th 
the Engine Editor will 
file name for the eng 
For this example, 
GINEO6 name an 
XCAR/TECH dire 
Original six engine ¢ 
files that are suppli 
located, numbered 


XCar Pro, you must r 
restarting, you will find 
gine located at the bott 
engines displayed the 
MODIFY CAR screen. 


enth engine) and continue to ack 
naming them ENGINEO7, E 


and displayed. 


TIP2: Since only the first eight ch 
ters of the engine description are v 
in the XCar Pro engine list, pick a sht 
but descriptive name for the engine (co 


Duilding the engine in the Dyno, While not 
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required, you can change Î sl ll Bi li BÎ" „ | | (dn adê 
or modify the engine de- be BÊRE Ê D 
scription in the Engine Edi- 
tor by selecting MISC, EN- 
GINE NAME before you 
save the file as an EN- 
GINE file for XCar. 


The XCar Pro Paint Shop 


The Paint Shop can be 
used to customize the ap- 
pearance of any car (this op- 


mcg: : | ‘Noam | 
tion is not available in the a ZS | 


od Pê Bm 
3Dfx hardware-accelerated êl <msSmm tênê 
version of XCar Pro). The Pg iy MaKe i Je T eee TET 
Paint Shop screen requires 
a mouse for proper operation. Displayed release. 


below the Paint Shop title is the current 
texture set for the car. The window to the 
left shows a 3D representation of the car. 
The right window is the drawing window. 
This is where you can manipulate the ap- 
pearance of the vehicles. The color bars in 
the center of the screen show the color 
p } usag ev XCar Pro. Toui can assign 


Fill tool 


area. You! can also use the in tool bm 
we tool bar and select any color from with iin 


| Utomatically 7 


Paste tool 


Brush tools 
The top row of buttons — 
activate various brush 
sizes ranging from 1 pixel to 8 pix- > 
els. : 


Line tool 


Draws a line. Press and hold 
mouse button, then eag 
lease. 


Box tool 
Draws a filled box. Press and hold 
the mouse button, then dragega 


‘Zoom tools Me. 
The button with the - sign will 2 
the drawing windows out. The 
ton with the +: sign zooms in 
the current texture. 


car. j 
Note: Selecting Save will overs 
write the current texture. If 
want to restore the default 4 
ture set, press R and choose 
at the prompt. The origin 
ture set will be restored fre 


Image position tool 
The four arrows shift the i 
age around within the drawin 
window so that the entire tex 
i ture may be modified. 


to XCar Pro. 


Using The Paint 


Select a texture to edit fré 
tion of the screen by clicki 
' button on a texture. Th 
pear in the drawing 
| around the point you se 
` in the Drawing Wind 
py area or a decal hori- be reflected in the te» 

src, or both. 3D model. The 3D y 
shifted and scaled by 


pasting of predefined de 
: Aq a decal from the bo 


ol l 
copy area or a decal | 
g0°, or 270°. 


IMPORT port button 


program. Selecting a, / 
of the current texture set oN 


current texture set. ot installed. Using an extern ! Av 


gram, you may modify this file NE man- 


/ Reset button 
Will reset the texture set to the - 
one supplied with the original | Qê 

version of XCar. E i \ dash- 


ette. If you use Photoshop®, ‘CO 
the palette of the original image tọ 
file before you begin modificatidris. 
The reapply the palette to the modi 
fied image before you save it ( 
insures that the image is composeé 
Save button Î j i| of the original, XCar palette). \ 
Saves any changes made to/the ) Do not change the size of the tex- ' 


work on cars that were not ins 
cluded with the original XCar CD 


Load button i 
Allows you to select a car to paint. 
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tures. Only the same size textures 
can be re-imported. 

3) Don’t change the size of the screen. 
Make sure the screen is a 640x480, 
256 color image when it is saved 
from your paint program. 

4) Make sure the modified screen is 
saved into the SAVE directory and 
has a GIF extension. XCar will only 
find files stored in this directory. 

Once you have edited and saved the 
texture set, you must import each texture, 
one at a time. Follow these steps: 

1) Select the texture you want to im- 
port by left clicking on the texture in 
the texture area of the Paint Shop. 

2) Select Import from the button bar 
along the bottom of the screen. A 
box will appear showing all the GIF 
screens contained in the SAVE di- 
rectory. Double click on the one you 
want to load. 

3) You should now see a screen with 
your textures in a white box the size 
and shape of the texture you se- 
ee earlier. Move this Wa over the 


yol 
the . left button. 
button will nak, 


ture you WIS 
to SAVE your changes 5 

exit the Paint Shop if you want the 
modifications to appear in the game. 


The XCar Pro Tire Editor 


Produced from “secret data” from a top 
tire manufacturers, the XCar Pro Tire Ed 
tor lets you adjust 17 unique tire c 
cients. By adjusting the up-and-do' 
rows next to each data point, yo 
sign the ultimate tire for your appli 


manufacturers have forbidden us from di- | 
vulging what the actual coefficients refer 
to; for example, hardness, temperature, 
sidewall stiffness, etc. Perhaps you can 
figure out what each one actually is? 
The XCar Pro Tire Editor also lets you 
adjust the camber, pressure, and tread 
width. Save your creations and import them 


into the game! 


Customization: Each curve on the grap] 
represents different vertical loads. The load 
is shown directly below the graph (only the, 
200 Ibs. load is not shown). The curves 
represent what force the tire generates.at 
different lea 


traction. 


ja Û forces. In any. turn, regardles 
Ww\slight, a tire will always “slip” out 
the\optimum turning arc. This slip angl 
arigle between where the tire is pointi 
N re the car is actually going. T 


Mors as it rotates through t 


>mall changes in inflation pres 
nake a big difference in the sr 
e tire and in overall handli 
IP: /f a tire has excessive 


weight Ey 
needed tö l 


| ressure, it 
% Just about everything on a is will de- 
y the temperature. Tire tem i stii increase 
y, changes the durability o ( 

hot, the rubber begins to 
loose grip with the sur 


Camber: The camber 
the tilt of a tire when viet 
rm weight distribution | In racing situations, ca 
uildup. `. just the position of the 
ning tires to the opti- mum tread is in cor 
erature will greatly | during hard corneri 
ven in XCar Pro, cold » dramatic affect on rol 
ving of a race will offer tire temperature. 

‘than optimum traction Race cars are usual n 
ê /race continues, tire tem- tively large negative ca s. im- 
€ | proves tire contact with thé 
e „improves the ability of th 
tera Ne. arger lateral forces. 


ramatically increase tire tetiperature. If 
he tire runs on the inside Cc 
straightaways, local heating AN 
ire po nae For courses \ t 


tt é greater contact with the road, a 
the better the grip. However, wider tir 


ic drag that can slow the car do 
Using a wider set of tires on the re 
car has advantages. Rear tires of, 
le$s aerodynamic drag. Rear tires (ge 


į fear-drive vehicles) so larger tires provide 
/ | better acceleration and handling duting 
heavy throttle periods. emde 


tagger: Stagger is the vertical size differ-\ 
between the left- and right-side tires. 


Making one side larger forces the car to 
turn. This technique is primarily used on 
oval tracks where the vehicle is always turn- 
ing the same direction. 


Rain Vs. Dry Compounds: Rain tire com- 
pounds are optimized for wet grip and re- 
quire wet surfaces maintain optimum tem- 
peratures. Rain tires deteriorate quickly at 
higher temperatures. Dry tires are nearly 
useless in the rain since they allow a thin 
layer of water (a good lubricant) to build 
up between the road and the tire (the hy- 
droplane phenomenon). For the most part, 
rain tires use similar tread patterns except 
that they often incorporate large grooves 
to direct water flow away from the tire 
contact patch. 

Some race teams prefer to groove their 
own tires or modify a rain tire with their 
own “specialized” pattern. Regardless, wet 
roads are always more dangerous even 
with rain tires, so overall speed and cor- 
nering is much more challenging. 
nae Optimum Rain or Dry tire com- 


is locate i 
TIREEDIT folder was 
directory on your hard drive. 


1) To start the Tire Editor, double-click on 
TIREED.EXE. 


2) Notice the seventeen coefficients along 


the right side of the screen. Each of these 
variables adjust specific tire paramete 
You can modify each by clicking (anc 
holding) on the up and down but 
to each variable. The values wil 
within a fixed range. 
screen are 10/1, 1/1, and 1/10 butta 
Selecting 10/1 will make large chang 
1/1 smaller changes, and 1/10 will ı 
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very small changes for each button click. 
3) Choose FILES, then OPEN. 


4) Path to the XCAR/TECH directory to lo- 
cate the two tire files (TIREOO.TIR and 
TIREO1.TIR) that are supplied with XCar 
Pro. Note: The tire files are loaded on 
your hard disk only when the larger ver- 


sions of XCar Pro are selected denn / ' 


program installation. 


5) Load in one of the existing tires. Try modi- 

fying the parameters to maximize the 
holding forces. Give the tire anew name 
in the name box at the top of the screen. 
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> Quickt12 folder and run either QtW 
¿Windows 3.1x users) or QtWin95 


If you have any problems running this denî 
video, please contact: 


FAQs & SOLUTIONS 


Solving Startup 
And In-Game Problems 


XCar Pro has been tested on many 
systems and combinations of video-graph- 
ics cards, operating systems, and software 
configurations. It will operate properly on a 
wide variety hardware/software platforms 
(refer to the list of compatible hardware 
found in the Read.me file on the XCar Pro 
CD-ROM). However, it is possible that you 
may encounter installation or operational 
problems, since virtually every PC is unique 
in some way. Our testing has indicated that 
XCar Pro problems can be solved in over 
90% of the cases by reviewing and apply- 
del blr co in this manual, 


Ke ae here betel you contact techni- 
cal ena ere! Software E provides 


Problem: My mouse does ño 
XCar Pro installation program 
XCar Pro itself. 

Solution: Mouse drivers must be loaded 
during DOS bootup to enable mouse op- 


within 


espe- 


to the sound card (refer t 


Here is a typical AUTOEXEC.BAT file that loads har 


eration within XCar Pro. Refer to the in- / í 


mouse and review the illustration and cap, 
tion below for more information on DOS. 
mouse drivers. If all else fails, we recom- 
mend that you purchase a Microsoft!™ 
mouse. They are easy to install for both 
DOS and Windows operation. 


Problem: The SETUP program wo 
ognize my sound card anys there 


ked, and the interrupt 


Problem: | can't hear any digital sou 
\Solution: First try rerunning the so , XCar Pro may not recognize your 


Stick. Some computers have multi 


. Be sure to try the TEST sot 
ict AP you get a test sound, X 
$ 3 Û ê sound. If this doesn't fix 
em, make sure the volumes of tk 


q effects are turned up. Do this in 
Sound Options from the Options screef 


cannot properly calibrate it. 
olution: Every joystick gen 
unique range of motion valų 
bration setting in XCar Pr 
settings separate from the one you 
î L formed in the Joystick co 
_ Windows) must be reset y 
is | | changes are made. T, 
OPTIONS from the m 
î in XCar Pro. Then 
is too loud and | cant JOYSTICK. Press 
} in XCar. values, then move t 
s audio directly from its full range of mot 
n not control the out- — Finally, press one of ' 
usic is too loud, adjust | (or press Enter) to “lock 
f mixer program supplied | brated values. ) 
/card or CD drive manu- ` Note: If the previous joys 
furn down the volume con- causing the menu selecti 
: one to the next so fast that 
to make a selection, exit 
delete the Joystick.cal file., 
directory. This will reset all jo 


rogram displays an error mes-/ 
sage ff a video problem when 


usually; Auses these error messages. Yo 
display fust be capable of displaying 64 


n the UNIVBE folder found on tH 
ro CD-ROM (run INSTALL in th 
. This will often solve the Bae f 
een savers; Background Pind sû: 
d; Sensitivity Low. And make sure 

Energy Saving features of Window 
disabled. If the problem persists, r 
ar Pro from DOS. 


| 


blem: | installed the 3Dfx version of 


ZÜ that are connected to the standê i 
į į joystick port. If a joystick requires a specie 
| game card or has multiple connectors 


XCar Pro and my system crashes with a 
memory allocation error or will not run the 
game. 

Solution: First of all, make sure your sys- 
tem is equipped with a compatible 3Dfx 
video acceleration card (e.g., Diamond 
Monster 3D). If you are running XCar Pro 
with 16MB of Ram, you may not have 
sufficient available memory. Try disabling 
any TSR (terminate and stay resident) pro- 
grams, such as virus protection, screen 
savers, or any other applications that may 
be running in the background. Also if the 
game runs for awhile then bombs, try re- 
ducing the number of textures and cars in 
the OPTIONS, GRAPHICS setup screen. 
If you are still experiencing problems, ob- 
tain the latest versions of video drivers for 
both your standard video card and your 
3Dfx card (most card manufacturer’s post 
the latest drivers on their websites). 


Problem: The 3Dfx graphics don’t look as 
good as they should. 
Solution: The 3Dfx textures are half size 


mum install on top of it, XCar gets con- 
fused. Delete the XCar directory installed 
on your hard drive, then reinstall the pro- 
gram. 


Additional 3Dfx Notes: If your machine 
has less than 24MB of RAM and a 3D 
video-graphics accelerator, this info 
may be helpful: 

The 3Dfx driver supports Windows c 
dows NT 4.0, and MS-DOS 
current native support for OS/2. Then 
an unsupported Linux Glide library. 
If you are running within DOS (not a 


Frequently Asked Questions & Answers 


Prompt or DOS Shell under Windows) and 

you have less than 24MB of RAM you must 
set the environment variable DOS4GVM 
to 1 in the autoexec.bat file. For example: 
SET DOS4GVM=1 

If you are running under Windows 95 and 
you have less than 24MB RAM you may 
have to change your DOS properties set- 
tings (right-click on the XCar icon). The 
value for DPMI memory must be changed 
from AUTO to 16384. The initial environ- / 
ment setting must also be changed from. 
AUTO to a minimum of 4096 for some 
applications. Glide programs built for: 
DOS4GW cannot be run under vende 
NT. 


instead of using a joya 
the Motion eS er 


RESET A from the 
screen. | 


diku, 


Proble 


blem: Why don't modified texfures 


M: | am having problems with slo\ 
Yi peng. in the network mode anges were performed. If yo 
modified textures to other syst¢ 


al list of tex- 
car (they 
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Quaker State .... 
Hoosier 


ig main menu selection). 
gain will re-enable the 3D 


Problem: yy i Champion 
the Paint Sho i Motor Trend 


For example, if you modified ù ) 
ket car, you would copy the X 


ho network in order make those’ 
Visible to everyone. 


f foticie? You can modify the look of 
dash boards by editing the GIF files in/tP 


Active Suspension—Term used to describe a soft- 
ware-controlled suspension that automatically ad- 
justs Suspension components to accommodate 
specific situations. 
Aerodynamics—tThe interaction of a gas as it flows 
over and around the surface of a moving object. 
On race cars, an inverted wing is used to force a 
car onto the ground to improve traction. 
Anti-roll Bar—Part of the suspension assembly 
that acts to prevent the car from rolling when cor- 
nering. The bar is designed to transfer force from 
the loaded tire to the unloaded tire, thus reducing 
the tendency of the car to roll. 
Apex—lIn racing, apex describes the point in a 
turn at which the car is closest to the inside of a 
corner on an ideal racing line. 
Balance—The amount of oversteer or understeer 
a car demonstrates while cornering. 
Brake Bias—The distribution of braking force be- 
tween the front and rear tires. 
Brake Compound—tThe friction material used to 
manufacture the brake shoes or pads. 
Braking Distance—tThe distance required to re- 
duce the speed of a car between two points. 
Bump Stop—A device used to limit the travel of a 
spring/damper to prevent the suspension system 
from reaching the end of its travel. 
Camber—A measure of the tilt of a tire when 
viewed from the rear. Camber is used to adjust the 
tires so that the maximum tread is in contact with 
the ground while cornering. 
u er of Gravity--A position within the vehicle 


between the tires and as. fow a as 1 poshible : 
Chicane—A fee that i$ a to, ıfe- 


how quickly they are comp 
to as a shock absorber. 
Downforce—The force exerted downward. Down- 
force is generated through the weight of the car 
and through aerodynamic forces. 

Drag—Resistance to motion. Typically refers to 


Lollipop—Refers to the device marking/locating a 
pit position. It is typically a sign or symbol attached 

to a long pole that is held over the pit wall in front 

of the pit position. 

Oversteer—Used to describe the tendency of the 
vehicle to lose grip at the rear of the car. Over- 
steer makes the car tend to spin. 

Paddock—The parking area next to the pit where 
most of the work on the car takes place. 
Points—Points are awarded while racing an entire 
circuit and are used to determine an overall winner 

at the end of the season. 

Push—Term used to refer to understeer. j 
Refuel--The act of filling the fuel tank during a pit © 
stop. Only the minimum amount of fuel should be 
used to minimize weight and optimize the accel; 
eration. ; 
Rev Limiter--A device attached to the engine ‘to 
prevent over-revving and to limit the speed throug 
the pit lane. 
Ride Height—The height of the bottom of he car 
above the road surface. : 
Rolling Resistance--The natural TUN 
by a tire rolling across the road surface 
Rumble Strip--The textured rea di at th 


aerodynamic forces but can also include mechani- tic 


cal drag and rolling resistance. 


the road surface. 
Ground Effect--A property of aerodynamics th 
uses the bottom of a car in close proximity to 
ground as an inverted wing, causing the car 
drawn into the ground. Capable of gene 
mendous grip. 
Handling—Used to describe the turning 
ties of the car. Poor handling usually means 
car has excessive Gverstars: or understeer. 


lb. per minute of work. 
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MAIL/FAX TECH SUPPORT 


Please use this form (or a copy) to obtain technical support for XCar Pro from Motion 
Software, Inc. Fill out all applicable information about your system configuration and 
describe your problem as completely as possible. We will attempt to duplicate the 
problem and respond to your question as soon as possible. Mail or fax this form and 
any additional information to the number/address below. Note: We will only respond 
to problems from registered users—if you are not registered, please take a moment 
and fill-out and mail-in the registration card supplied with your software. 


Your Phone ( ) - Your Fax ( ) - 
Your Name 

Address Apt. or Building 

City State _____ _  ZipCode 

Brand of computer GPU Speed 
Size of hard drive Amt of RAM Type of monitor 


Brand and version of your sound card, video card, mouse, joystick, & CD-ROM: 


Are you running Windows LCi--Yes [+—No If yes, what version 
If NOT running Win95/98, enter DOS version (type VER at DOS prompt) 
Please describe the problem you encountered with XCar Pro and, if necessary, the 


menu choices, error messages, and/or other conditions that may be related to the 
problem: 


Were you able to duplicate the problem? 
Other games run on this computer system: 


Mail or fax this form to: 


Motion Software, Inc., 535 W. Lambert, Bldg. E, Brea, CA 92821-3911 
Web: www,motionsoftware.com; Email: support@motionsoftware.com; Fax: 714-255-7956 Î 


Motion Software, Inc. 
535 West Lambert Road, Building “E” 
Brea, California 92821-3911 / 
Voice: 714-255-2931, Fax: 714-255-7956 ûj 
Web: www.motionsoftware.com : 
Email: support@ motionsoftware.com 


